//-----------------------------------------------------------------------------
//	Example Ambients sound description file
//
//	Written by Alistair Phillips
//	25/1/2000
//
// ambientSoundTable has a list of all ambients for this level, each ambient
// is identified by its name and can have the following variables.
// (Each variable has a default which appears in the brackets here.)
//
// name_numOfFiles = {1}	- how many sound files this ambients can play
// name_random = {true}		- play files in random order	 true or false
// name_file_0 = {}			- first file in list second file would be name_file_1
// name_useRadius = {false}	- this ambient has a position and radius
// name_position = {Integer3(0,0,0)}	- where in the map the ambient is
// name_minDist = {5}		- dist before volume starts to fall off
// name_maxDist = {25}		- dist from ambient that sound cuts off
// name_volume = {100}		- default volume for ambient
// name_volumeVar = {0.0}	- amount of variation in volume 0.2 = 20% variation
// name_pitchVar = {0.0}	- amount of variation in pitch 0.2 = 20% variation
// name_looping = {true}	- if not looping we use minTime and maxTime
// name_minTime = {20}		- minTime between non looping sounds (secs)
// name_maxTime = {120}		- maxTime between non looping sounds (secs)
// name_timeOfDay = {always}- when this sound plays: day, dawn, dusk, night
// name_notTimeOfDay = {false}	- so you can do NOT night and it will play all other times
// name_zone = {none}		- is this sound limited to a particuler zone
// name_overrideZone = {} - don't play this sound if in this zone, multiple zones are seperated by ';'
//
// HELPFUL HINTS:
// - you don't need to provide every parameter the defaults are above
// - you can get the position for the sound in the level editor by holding the mouse
//   over a tile and looking at the tiles bounding box.
// - level 0 in the level editor equals level 128 in the world
//
//-----------------------------------------------------------------------------

// List of ambient sound that occur in this level
// if it is not in this list it won't play
ambientSoundTable =
{
	outdoor,
	outdoornight,
	underground,
	undersingle,
	undersingle2,
	undergroundpit,
	rooster,
	dogs,
	horse,
	shutter,
}

// FIRST I wanted to set up the outdoor areas general ambients

// I wanted one to be on all times except night and only in the outdoor area
outdoor_file_0 = {sound/ambient/Amb_Barren_Desert.WAV}
outdoor_zone = {outdoors}
outdoor_timeOfDay = {night}
outdoor_notTimeOfDay = {true} // means play at all times except night

// and I wanted the other one to only play at night

outdoornight_file_0 = {sound/ambient/Amb_Desert_City.WAV}
outdoornight_zone = {outdoors}
outdoornight_timeOfDay = {night}

// SECOND I wanted to do the underground area

// this one play no matter the time of day
underground_file_0 = {sound/ambient/Amb_Spooky.WAV}
underground_zone = {underground}
underground_overrideZone = {undergroundpit;ladder}

// the under grounds area has non looping effects which play in addition
undersingle_file_0 = {sound/ambient/AM_Gear1.MP3}
undersingle_looping = {false}
undersingle_minTime = {40}
undersingle_maxTime = {60}
undersingle_zone = {underground}
undersingle_overrideZone = {undergroundpit;ladder}

undersingle2_file_0 = {sound/ambient/AM_Gear2.MP3}
undersingle2_looping = {false}
undersingle2_minTime = {40}
undersingle2_maxTime = {100}
undersingle2_zone = {underground}
undersingle2_overrideZone = {undergroundpit}

// There is also the pit in the underground
undergroundpit_file_0 = {sound/ambient/LP_GrnGooLrg.WAV}
undergroundpit_zone = {undergroundpit}

// THIRD I'll set up the sounds which don't have a position

// rooster
rooster_numOfFiles = {6}
rooster_random = {false}
rooster_file_0 = {sound/ambient/M08_NukeToads1.MP3}
rooster_file_1 = {sound/ambient/M08_NukeToads2.MP3}
rooster_file_2 = {sound/ambient/M08_NukeToads3.MP3}
rooster_file_3 = {sound/ambient/M08_NukeToads4.MP3}
rooster_file_4 = {sound/ambient/M08_NukeToads5.MP3}
rooster_file_5 = {sound/ambient/M08_NukeToads6.MP3}
rooster_useRadius = {false}
rooster_looping = {false}
rooster_minTime = {15}
rooster_maxTime = {25}
rooster_timeOfDay = {dawn}
rooster_zone = {outdoors}

// dogs
dogs_numOfFiles = {9}
dogs_file_0 = {sound/ambient/SS_DogFight1.MP3}
dogs_file_1 = {sound/ambient/SS_DogFight2.MP3}
dogs_file_2 = {sound/ambient/SS_DogFight3.MP3}
dogs_file_3 = {sound/ambient/SS_DogFight4.MP3}
dogs_file_4 = {sound/ambient/SS_DogFight5.MP3}
dogs_file_5 = {sound/ambient/SS_DogFight6.MP3}
dogs_file_6 = {sound/ambient/SS_DogFight7.MP3}
dogs_file_7 = {sound/ambient/SS_DogFight8.MP3}
dogs_file_8 = {sound/ambient/SS_DogFight9.MP3}
dogs_looping = {false}
dogs_minTime = {15}
dogs_maxTime = {30}
dogs_zone = {outdoors}
dogs_volumeVar = {0.5}

// FOURTH I'll set up the sounds which have a location in the map

// horse
horse_numOfFiles = {9}
horse_file_0 = {sound/ambient/SS_Vultures1.MP3}
horse_file_1 = {sound/ambient/SS_Vultures2.MP3}
horse_file_2 = {sound/ambient/SS_Vultures3.MP3}
horse_file_3 = {sound/ambient/SS_Vultures4.MP3}
horse_file_4 = {sound/ambient/SS_Vultures5.MP3}
horse_file_5 = {sound/ambient/SS_Vultures6.MP3}
horse_file_6 = {sound/ambient/SS_Vultures7.MP3}
horse_file_7 = {sound/ambient/SS_Vultures8.MP3}
horse_file_8 = {sound/ambient/SS_Vultures9.MP3}
horse_useRadius = {true}
horse_position = {Integer3(43,142,179)}
horse_minDist = {5}
horse_maxDist = {10}
horse_looping = {false}
horse_minTime = {10}
horse_maxTime = {20}
horse_zone = {outdoors}

// shutter
shutter_numOfFiles = {9}
shutter_file_0 = {sound/ambient/SS_WoodSqk1.MP3}
shutter_file_1 = {sound/ambient/SS_WoodSqk2.MP3}
shutter_file_2 = {sound/ambient/SS_WoodSqk3.MP3}
shutter_file_3 = {sound/ambient/SS_WoodSqk4.MP3}
shutter_file_4 = {sound/ambient/SS_WoodSqk5.MP3}
shutter_file_5 = {sound/ambient/SS_WoodSqk6.MP3}
shutter_file_6 = {sound/ambient/SS_WoodSqk7.MP3}
shutter_file_7 = {sound/ambient/SS_WoodSqk8.MP3}
shutter_file_8 = {sound/ambient/SS_WoodSqk9.MP3}
shutter_useRadius = {true}
shutter_position = {Integer3(223,142,41)}
shutter_minDist = {15}
shutter_maxDist = {35}
shutter_looping = {false}
shutter_minTime = {5}
shutter_maxTime = {10}
shutter_zone = {outdoors}


//-----------------------------------------------------------------------------
//	MUSIC
//	Each mission is accompanied by the following files
//
//	ambientMusic = {filename}	// the default music doesn't need .mp3 after it
//	numAmbientOverlays = {0}	// how many music overlays there are
//	ambientOverlay_0 = {filename} // first overlay file second one would be ambientOverlay_1
//
//	NOTE:	All music will be looked for in the music directory no need to include that
//			path in the filename, if music is in a sub directory then you will need
//			to include that directory in the filename.
//
//-----------------------------------------------------------------------------

ambientMusic = {MX_ENV_DES}
numAmbientOverlays = {3}
ambientOverlay_0 = {MX_ENV_DES_SP1}
ambientOverlay_1 = {MX_ENV_DES_SS1}
ambientOverlay_2 = {MX_ENV_DES_SS2}
